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CONTENTS
ABSTRACT
This thesis explored the idea of interdisciplinary study between film media and landscape
architecture. Through the study of film theory in narrative and cinematography, and
experimentation with multi-medium, in order to discover the contribution of media study and
film theory in landscape architecture, and further explored a way to drive and reshape the
perception and focus of humans’ experience in landscape, in order to develop a new typology
of performative space with filmic experience.
The project was divided into 3 phases and 6 chapters. It started with the study of precedent
cases in the field of film and landscape. Through the deep analysis and transformation of
certain films, a specific methodology was developed for the next step. In second phase, to take
a walk in the real world and record the observation and experience with a video camera. Used
the methodology to analyze and translate this footage from 3 aspects, viewshed, event and
focus. The outcome of these analyses was used for developing two different spatial installations
as prototypes to convey the experience and understanding of landscape. Through the reinterpretation of the relationship between the cinematic equipment in the installation, filmic
narrative and cinematography could be developed as a design strategy in order to enhance
the experience and improve the readability of landscape. Finally, a pedestrian system on two
bike paths in Providence (East Bay Bike Path & Blackstone River Bikeway) was redesigned, which
encouraged people to connect the fragments in the city during the walkc on this path, and
interact with the environmental conditions, and build their own observation and
understanding on the landscape.
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Image from Understanding Media: The Extensions of Man
by Marshall McLuhan

INTRODUCTION
The self-amputation is happening. Nowadays, humans are

The motion picture, as one of the most important

flinching in a great shadow, the fast pace of society

mediums in recent 100 years, had a great impact on our

brought by the proliferation of capitalism and

perception on the reality. The technique, device and

globalization. “Never Stop” has become the only law of the

language developed from cinema also changed the way

jungle. We are forced to accept the replacement of

we observe and understand the landscape, and rebuild

amputated body by technology and media, since the

the narrative of past, present and future. In order to

capacity of our physical body and perception are denied

explore a new dimension and perspective of landscape,

by the concept of efficiency as ideology. Fast food,

the film study would have great potential to make

fragmented time and efficiency are depriving everyone’s

contribution to human’s extended perception and

self-awareness. Gradually, human behaviors and

representation of landscape and raise the possibility of

perceptions have been homogenized, mechanized,

defining a new typology of performative landscape even

customized, we are pieces of data in a giant server, we

beyond space and time.

become commodities.
The research started from the media study and the film
In the digital age, escaping from the influence by media is

theory (as a major medium I have focused), and explored

impossible. Mechanism, image, sound, all the techniques

the character and property of different medium and

are permeating our living environment. It should be the

technologies themselves, as well as their progress in

responsibility of every designer to fight against this

history. Parallel to the research of media, reviewing the

tendency that the technology become the replacement

different definitions and theories of landscape would also

of human body and physical environment. Instead of

play an important role in order to discover the limitations

grasping the “content” of any medium, to understand the

and untapped potential of landscape in our living

indescribable texture, hear the imperceptible sound and

environment today.

explore the world from unobservable perspective, the
idea of cinematic experience could be deeply explored.

In my thesis, I looked at several precedents of research in
combining landscape architecture and film to clarified my
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Still from Stalker (1979)
by Andrei Tarkovsky

research direction. In order to develop ideas about the
influence of cinematography on human’s understanding
of the landscape, I reviewed some films which the
landscape as the character and narrative and analyzed
then in different aspects with a group of experimentation
with different techniques and medium. Meanwhile, I
chose a walking route in Providence and recorded my
observations and experiences with my camera, used the
methodology to study the footage of the real world and
developed two installation as prototyping which
incorporate 3 aspects of understanding landscape. And
finally, to further explore the possibilities of enhancing the
walking experience for a certain route by learning from
the installation and film.
14
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“What is required, in fact, is a renewed act of faith regarding our
present world with the active reinvention of a contemporary myth
of landscape based on the belief
of what we actually see out there...
video should help pulverize conventional landscape perception and give
soul to the remains ... “
- Christophe Girot

STATEMENT
Through the study of film narrative and cinematography,
and experimentation with multi-medium, I looked for the
contribution of media study and film theory in landscape
architecture, and further explored a way to drive and
reshape the perception and focus of humans’ experience
in landscape, in order to develop a new typology of
performative space with filmic experience.
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Still from Holy Motor (2012)
by Leos Carax

CHAPTER 1
18

TRAVERSING TROUGH MOTION PICTURE TO LANDSCAPE
19
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VISUAL CONTENT SHOCK
Content shock means when the amount of different
content circulating in the market rapidly grows that it will
exceed the capacity of human beings to afford it.
After a hundred years of motion picture development, we
can see them in a variety of ways. However, Since the
spread of social media and electronic images, the way we
perceive our environment is almost entirely dominated by
moving image. That caused visual content shock to each
individual who spends plenty of time on these platform.
In fact, seeing the world through the eyes is the most
intuitive way for most of people to perceive the world. It is
fast and sensitive. But it also causes our other senses, such
as hearing, smelling and touching, to become less
sensitive.
It is a powerful virtual world to go beyond the boundary
of reality and it has become a replacement of real world
for a group of people. Motion picture, video, even cinema,
as important visual mediums should be as tools to
stimulate people to recognize and understand the
landscape through all our body parts.
20
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“ I’m not against the virtual
world, it’s fascinating, .... The
virtual world is not the enemy.
The pioneers invented a world
they believed in, but the followers must follow that world
whether they believe in it or
not. “
- Leos Carax

Still from Holy Motor (2012)
by Leos Carax
22
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MOTION PICTURE AND LANDSCAPE
Since the advent of the film camera, it was possible to
reconstruct landscape fragments in a continuous way.
Rather than the earliest landscape paintings, the
portability of a film camera made it a new eye for humans,
it could be taken to any places, recorded the landscape
from different angles. These images influenced academic
research, narratives, and even wars.
Excluding the landscape gardening and landscape
painting, the landscape architecture as a profession and
film developed at about the same time around 1860s. And
through this recent 100 year, the invention and theory in
both fields kept affecting each other.
24

Still from L’arrivée d’un train à La Ciotat (1896)
by Auguste Lumière & Louis Lumière
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Parrallel timeline between film media and landscape architecture
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PRECEDENT EXPLORATION
In the past one hundred years, many new theories have
been described in these two disciplines, landscape
architecture and motion picture. In the meanwhile, many
scholars, designer and artists begun to conduct
interdisciplinary research and exploration on film and
landscape architecture. Most of the explorations can be
divided into four different directions, and the landscape or
film played a different role in their own creation and
exploration, in order to achieve the goal of expanding the
boundaries in their fields.
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Image of landscape made with “point cloud” technology
by Atelier Girot

RESEARCH TOOL
The first way to interact with landscape architecture and
motion picture is to use video as a Research tool in
landscape architecture. Such as the “Video Sketches” by
Christophe Girot, the Professor and Chair of Landscape
Architecture at the Department of Architecture of the ETH
in Zürich. They usually use the digital camera and software
to document or measure the movement, the phenomena,
or any sort of variation on a specific site in time dimension
for analysis, which can be a part of data or conclusion to
guide the design project.

Image of landscape
by Atelier Girot

“Landscript” Series
by Christophe Girot and Albert Kirchengast
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Still from Days of Heaven (1978)
by Terrence Malick

REPRESENTATION
The second way to interact with landscape and motion
picture is to use them as a representation of landscape
architecture, which is that we usually see in cinema.
However, in these films, the landscape always become the
most important character in motion picture than other
character. The filmmaker or video artist might use film or
video to show their understanding on the landscape from
Still from Stalker (1979)

their personal perspective, regardless of the cultural, the

by Andrei Tarkovsky

historical or political aspect.

Still from Red Desert (1964)
by Michelangelo Antonioni
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Screenplays (1976)
by Bernard Tschumi

LANGUAGE
The third way to interact with landscape architecture and
motion picture is to make a translation from film theory or
media study into landscape architecture theory or a
certain design language. The Manhattan Transcripts ,
screenplay and Joyce’s Garden by Bernard Tschumi, were
inspired by Soviet montage theory by Sergei Eisenstein
and to define the spatial form and structure by the
objects, movements and events, and also be as a concept
for landscape architecture practice, like the project Parc
de la Villette.

The Manhattan Transcripts (1976 - 1981)
by Bernard Tschumi

Parc de la Villette (1982 - 1988)
by Bernard Tschumi
34
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The Weather Project (2003)
by Olafur Eliasson

MATERIAL
The fourth way to interact with landscape architecture
and motion picture is to use them as the materials for
construction and creation. The artists would always
deeply think of the character of moving image as medium
itself, and use them as the building materials for
architecture or the natural resources for landscape
architecture or even be part of the ecology. In this case,
T V Garden (1974)

the outcome of this exploration would be as the spatial

by Nam June Paik

installation and allow visitor to interact with it.

Light Music (1975)
by Lis Rhodes
36
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Research Diagram
38

39

FILMIC LANDSCAPE: A PERFORMATIVE SPACE WITH MULTI-MEDIUM
Still from Nostalghia (1983)
by Andrei Tarkovsky

CHAPTER 2
40

RECONSTRUCTING THE FILMIC WORLD
41
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Italian film director Michelangelo Antonioni during the making of “Zabriskie Point.” California. USA.
by Bruce Davidson

Landscape
Cartesian Coordinates
Euclidean Space

Film
Cinematography

Landscape
New Dimension

WHAT DEFINED SPATIAL DIMENSION?
In general, the way we perceive the physical space is based on the rule by Cartesian coordinates and Euclidean space,
that’s how we can understand the 3-dimensional world with 6 different direction (Up, Down, Left, Right, Front, Back). It’s
not how the world was constituted, of course, but a clear orientation is crucial to humans when we get into the reality.
However, the filmic language and cinematography could easily break this rule and create a dreamlike and unreal world.
That’s why lots of filmmakers overindulge in cinema all the time. Film became a perspective and power for them, in order
to reconstitute the world they understand, and rebuilt a new dimension in landscape as narrative to express their values
and statement. In this Chapter, I have analyzed three different films and reconstructed and translated the narrative space
in each of them, in order to test the idea of new dimension of landscape with several experimentation with multimedium.
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NOSTALGHIA
Nostalghia was directed by Soviet filmmaker Andrei
Tarkovsky in 1983. This film is about a story of A Russian
poet and his interpreter travel to Italy to research the life
of an 18th-century composer. In this process, his mind
kept flashing back from the foreign land, Italy, to his
memories of home. In this film, Tarkowski used traditional
camera movement and cinematography to construct an
imaginary world in this film. The spaces in different
countries are connected into a complete world through
film editing, all the events were happened in this world
and the character traversed through them to his deep
inside.
In this reconstruction, I described the spatial
characteristics for each space in this film with drawings
and connected them into a complete configuration,
which is to transform a linear experience in a film into a
physical structure. Through the analysis of this spatial
sequence to explore how to use a physical space to
achieve the spatial experience and storytelling in the film
when visitor become the cameraman.

Poster of Nostalghia (1983)
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Reconstruct spatial sequence in “Nostalghia”
46

47

FILMIC LANDSCAPE: A PERFORMATIVE SPACE WITH MULTI-MEDIUM

Typical camera movement in “Nostalghia”
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BLOW-UP
Blow-up was directed by Italian filmmaker Michelangelo
Antonioni in 1966. This film is about a story of a
photographer who accidentally took a picture of a man
holding a pistol and a corpse while secretly
photographing a couple in a park. In the process of
searching for the corpse, he gradually fell into the
contradiction between the cognition of truth and illusion.
Perspectives, existentialism, collective cognition are main
concepts in this film. What define the truth of something
we see? Individual or collective? What behaviors and
actions do people take in order to achieve their goals?
In this reconstruction, I defined spatial pattern for
different activities of the photographer, and generated a
three-dimensional model for each spatial pattern to
explore the possibility of space as a medium to externalize
emotions and movements.

Poster of Blow-up (1966)
50
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Truth or Illusion, Reconstruct emotion map in “Blow-up”
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Transform the “activities” into 3 dimensional model
54
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RED DESERT
Red Desert was directed by Italian filmmaker
Michelangelo Antonioni in 1964. This film is about a story
of a woman who wanders between marriage and affair,
void and lust in an industrial area of Italy. For some critics,
it is the “first color feature film” in the history, because
color was the main character in this film. Sometimes the
color carries the historical information of the city,
externalizes the emotion of the characters, constructs the
sequence of material space in cinematic world and finally
constitute the storytelling for the whole picture.
In this reconstruction, I analyzed the composition and
extension of each different color on different objects
through the sequence of the film, and extract the
information and emotion represented by each color to
reconstruct color narrative map of this film.

Poster of Red Desert (1964)
56
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Reconstruct color narrative in “Red Desert”
58
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COLOR EXPERIMENTATION
For explore the idea of color narrative in physical environment, I choose one certain color, blue, as a theme to interact
with multi-mediums. Blue is a common but unusual color. It has almost no place in the natural world. But among
artifacts and the products of the digital age, we see blue everywhere. Social media, message, link to any website, even
the blue screen of Death in windows system. The use of Blue is offered more subjective emotions and senses by humans.
In this experimentation, I want to interact with Blue in 3 different room: Reality, model, and Virtual. To explore the idea of
how Blue react to the people when it presented by different medium and materials and create its own narrative.
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CHAPTER 3
62

A WALK IN REAL WORLD
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METHODOLOGY
In Phase 2, all the research will be based on a walk in Providence and
the observation on it. I will develop my methodology to explore
more observations in the real world which is based on the research
and experiment on film theory and media study in Phase 1. On the
other hand, inspired by psychogeography. These observations will
shy away from the spectacle of consumerism in our living
environment and more focus on the perceptual, emotional and fluid
aspects of landscape. Camera and cinematography will be as a very
important point of view to help me build the linear experience by
filmic world.
The first step is to use the moving image as a gaze to experience a
site, I try to capture something unusual, unique, special but also
represent the site and also my subjective experience, regardless of
emotion, viewshed, events and so on. Then, to start to analyze and
transform those moving images and build a installation which can be
as a configuration and spatial form that reconstruct my linear
experience on the site and use moving image to engage with it and
activate it.
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A WALK IN PROVIDENCE
The route for the walk in Providence started from the west
of India Point Park and walk along the Seekonk River in
both Providence and East Providence, and finally to the
south section of Blackstone Park. The whole walk will take
about 3 hours for from my apartment to back to my
apartment.
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VIEWSHED
The camera and moving image as a constrain, which compressed my
experience but forced me to get more focus to a certain range of
world. As a 2-dimensional material, it flattened the space and our view
but also made the edge against the sky or the water clear. Sometimes,
our sight might be blocked by a bridge, a tree or a railway, but they
can also be sort of sight channel or a guidance for our vision in other
cases. The viewshed created by the camera was the first part of the
film of my walking experience.
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TRANSFORM THE VIEWSHED
In this part, I analyzed the changes of viewshed in the
moving image shot in the site to look for a clearer visual
boundary and hierarchical relationship between different
layer, and transformed this relationship, whether it was
blocked or guided, into a 3-dimensional form, to explore a
space created by viewshed.

74

75

FILMIC LANDSCAPE: A PERFORMATIVE SPACE WITH MULTI-MEDIUM

76

77

FILMIC LANDSCAPE: A PERFORMATIVE SPACE WITH MULTI-MEDIUM

EVENT
The significance of space is not only its composition, form and
materials. The movements and events happened in the space is also
defining the space. Different people, at different times, travers and acts
on a certain site. Their behavior reconstructs, divides and activates the
vitality of the space itself. During the walk, the moving image provided
me the opportunity to document the events and activities happened
on the site. These events became the second part of the film of my
walking experience
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EVENTS MAP
Every moment, every fragment, every footage, is a record
of events in a particular place. A whole map of these
events defined not only the spaces that I walked through,
but also the relationship between the landscape and
human behavior that I experience throughout the
journey.
80
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TRANSFORM THE EVENT
In a crowded, certain spot, everyone is doing their own thing. They cross each other but
coexist harmoniously, and this relationship, just like a nested relationship between space.
These events constitute different layers and complicate and enrich a simple space. In this
transformation, I am exploring this complexity through the model, and try to find a structure
that can represent the relationship between these events.
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FOCUS
Every time I brought my camera and shot something on the site, I can’t
stop zooming in to focus on some specific texture, objects or materials.
This is a great change when I walk on the site with a panoramic view to
look at the landscape. Camera movement and zoom, allows us to
blow-up a part of the environment as we walk, without having to
change our route or direction. It gives us more opportunities and
perspectives to explore materiality which is the third part of the film of
my walking experience.
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MATERIALITY
I separated these moments that I focus on one specific
thing and collected these materials on the site in my next
walk. This repeated process becomes a continuous
exploration of the materiality of these sites.
86
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CHAPTER 4
88

INSTALLATION AS CONFIGURATION
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CONFIGURATION
After all the walks and analysis, I started engaging with
installation to combine all these found and experience
into a space. This is a process to transform the perceptual,
linear connection and sequence through this certain
route in Providence and East Providence into the world of
creative configuration or structure, which can represent
the narrative and emotion in my film about the walk.
It is about the memory, the perception and the context of
the walk. On the other hand, it is also a start to revisit and
reinspect a familiar site from another perspective and
explore a design language and spatial form that I can use
to respond to the site.
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SET
This installation was installed in the blue studio in FAV
Department. I use all the method developed in the
previous research, and attached the moving image
projected by the projector to different part of the
3-dimentional model. The projector, the model and the
screen were placed on a straight line and the audience
could be free to walk around and experience with it.
96
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CONSTRUCTION
Each part of the model represents one perceptual aspect
from the film about the walk in Chapter 3 (Viewshed,
Event, Focus) and constructed by simple materials like
cardboard and acrylic.
98
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VIDEO MAPPING
I used video mapping as a technique to map the footage
taken during these walks to different layers of the model,
so that the moments occurred in a linear experience will
simultaneously occur in the same space-time dimension,
which became a condensation of my walking memory,
and made the connection and interaction between these
events, spaces and materials possible.
102
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CHAPTER 5
104

REFRAMING SIGHT
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REFRAMING SIGHT
In this chapter, I worked on the extension of the installation in last chapter from a single set to the whole space experience.
In cinematography, each camera movement have its own focus, which allows the audience to pay attention to what the
filmmaker would like to show. Can we translate this means into the experience in the real world?
In order to understand this relationship, I re-interpreted the set of my installation into the experience in physical
environment. We can consider the relationship between the projector, the model and the screen as the relationship
between ourselves and the landscape. If we use our eyes as the projector, the object and materials outside, regardless of the
vegetations or the architectural feature, would become as the model between the screen and projector. These objects
would reframe our sight and experience on the landscape to generate our own understanding of the real world as our mind,
as same as image on the screen intervened by the model. In order to experiment with this idea of translating this
relationship, I built another installation to test it.

Inspired by Andrew DeGraff ’s illustration
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Typology of structure for reframing sight
110
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EXPERIMANTATION WITH MULTI-MEDIUM
I set up two different prototypes to test the idea of
reframing sight. I used the same structure developed from a
certain event to reframe the moving images (a wide angel
shot and a close up shot) on the board in two different
ways in order to test the visual experience at different
distances.
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SPATIAL INSTALLATION
This installation was installed in the blue studio in FAV Department. Through the four relationship of light and shadow
listed below, I placed the moving image I recorded during the walk, the materials collected on the site, and the structure
translated from events in Blue Studio, and combined with the spatial conditions of the studio to complete my
installation. The audience could experience the influence of distance changing on the visual focus through the light,
shadow and projection in it, various interactions could be approached in a narrow indoor space with simple circulation.
Simultaneously, the walk of the audience would cast a shadow and reframe the sight of other audience. As a result, the
movement of audience became a part of the performance of the installation and affect other audience’s experience.
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CHAPTER 6
120

A MARKERLESS PATH
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A LONGER WALK IN PROVIDENCE
In this Chapter, I started with a longer walk to east
providence but south along the Providence river to
observe how different environmental conditions would
affect the way I experience the fragments of Providence
city. The route I chose also overlapped with 2 important
bike paths in Rhode Island, the East Bay Bike Path and
Blackstone River Bikeway. The path was also open as the
pedestrian path to the public. However, since the whole
section of the path was designed for bicycles, people
have to walk in one certain direction without any stops.
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HISTORICAL MARKERS
During my walks, I found plenty of historical markers,
which told the history of Providence in text and image,
regardless of the events, landmarks, or important people.
There are totally 161 historical markers in Providence
County, and some of them are marked with maps and
circulation to connect with other markers.
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MARKERLESS LANDSCAPE
A large number of historical contexts are no longer present
in the city. The Markers could document this information
and make it known to the public. However, should these
markers dominate a person’s walking? Do people have to
be guided by these markers? Is it possible to draw people’s
attention to the phenomena existing at present by defining
Map of historical markers in Providence County
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a markerless but readable landscape?
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REDESIGN THE PEDESTRIAN SYSTEM
A filmmaker could only use video and sound to convey the
narrative with very few subtitles and dialogue. As same as
the walking experience, people can also discover hidden
corners of the city and get different viewshed by a
redesigned pedestrian system without the guidance of
marker or sign board, in order to understand what
constitutes our landscape and the topography, and even
explore the relationship between ecology and hydrology.
In this chapter, I began to redesign the pedestrian system
on the route I walked, improving the accessibility in
different locations and providing people the opportunity to
interact with the water edge and the woods. The viewshed
and elevation changing would be crucial to the design.
They could provide a very rich visual experience for the
pedestrian system, while the different environmental
conditions will allow people to experience the transition
between the different sections. Through the control and
design of the distance, the walk, as camera movement,
could draw together the city fragments by zooming in and
out or tracking.
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The water edge and elevation changing through the route
130

131

FILMIC LANDSCAPE: A PERFORMATIVE SPACE WITH MULTI-MEDIUM

Typology of different spatial experience through the design of elevation
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Plan of redesigned pedestrian system
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Master Plan of Spot 1
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Master Plan of Spot 2
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Section 1-1
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Section 2-2
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Master Plan of Spot 3
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Master Plan of Spot 4
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Interactive place in spot 3

Interactive place in spot 4
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REFLECTION
In my thesis, I have been thinking about a question

deciding to spend more time on that small screen.

through the whole research. “Do we need landscapes only

to think about how we can experiment with technology

especially the sound. As another important element of

and media to our spatial experience in our design in

film besides image, sound also may play a crucial role in

where we have environmental issues or urban woes?

Film, media, or the virtual world constructed by multi-

positive way. On the other hand, this project still has

walking experience, which must be a breakthrough for

Does landscape design have to be about solving

medium, must not completely replace the physical

potential that can be further explored in the future.

the development of this thesis in the future.

problems, can it be readable, educational, or informative?”

environment because of its complexity in landscape. But
as humans, many of us have been immersed in this

Balance between auteur and open-ended

Information and Readability of landscape in time

In the recent couple centuries, the role of landscape has

dreamlike filmic world because we can experience the

Usually, landscape is a space open to all, but film is a

dimension

been changed greatly, from human’s capture of nature by

constrain. The constrain is the filmmaker’s unique

medium that contains a strong expression of the author,

Cinematography, with different camera movements can

landscape painting, to Olmsted’s proposal of landscape

language and vision. They reassembled these fragments

which is also the difference between artistic creation and

be various idea of spatial continuity of landscape. This

architect 150 years ago, and to the topic that landscape

found in the real world and approached personal

landscape architecture design, that’s why both of them

continuity makes the landscape as a strong narrative,

architecture projects are looking at for now. In the early

expression. What we can learn from these works is that

cannot transform into each other directly. Landscape

which is also the crucial underpinning in Chapter 6. The

days, landscape was used as a medium to express

the perspectives and methodologies developed by these

architects cannot force people to do certain things or

walking experience is more about the present, and the

human’s sublime to the nature. After it came to the

filmmakers and theorists and how to observe the

greatly restrict people’s action. However, landscape

historical markers that are scattered throughout

landscape architect as a profession, they began to use the

landscapes around us and understand component of it.

architects, as creators, it’s hard to avoid having personality

Providence carried the narrative of its history. If these two

design of nature and space to change people’s living

During the whole research process, I could think about

in their design. Therefore, we should draw people’s

parts can be organically linked together, they will support

environment on a large scale. Nowadays, a landscape

how to bring these dimensions in the filmic world to the

awareness through our means and design, so that people

the storytelling of the city by two different layers, and

architecture project may incorporate more non-human

real world from experience of cinema, as to raise the

are not only receivers, but also participants and even

approach a high readability in time dimension.

aspects to improve the eco-system of the whole planet.

possibility of human’s perception, understanding and

expressers.

But over time, landscape seems to be tied to the

enjoyment of the landscape. A simple walk could make it

declaration of “the solution to the natural crisis” or “the

possible for people to have a conversation with nature

Incorporating other sensual aspects

power to build the future city”. In my opinion, it is not an

and city. The materials and events are not only carrying

In this project, I mainly focused on human’s visual

overestimation of the power of landscape, however, in the

the historical context, but also allowing people to interact

experience and cinematography in both the initial

process of such practice for a long time, lots of people

with the present, focus on the materiality, explore the

research, the installation and the final design of walking

gradually forgot the landscape as human’s sublime for

edge between sky and water, and discover the form and

experience. But an immersive experience in landscape

nature and themselves. For now, more and more people

topography of city. I hope this research can inspire people

should also include more senses, such as smell, touch,

are losing their appeal to the landscape around us and
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FILMOGRAPHY
Feature Film

Short Film

Installation

Man with a Movie Camera (Dziga Vertov, 1929)

The Colossus of Rhodes (Sergio Leone, 1961)

21-87 (Arthur Lipsett, 1964)

Air Writing, Fire Writing (Mary Lucier, 1975)

The Steamroller and the Violin (Andrei Tarkovsky, 1961)

A Fistful of Dollars (Sergio Leone, 1964)

A Letter to Uncle Boonmee (Apichatpong Weerasethakul,

Calligrams (Steina and Woody Vasulka, 1970)

Ivan’s Childhood (Andrei Tarkovsky, 1962)

For a Few Dollars More (Sergio Leone, 1965)

2009)

Flashlight Filmstrip Projections (Jennifer West, 2014)

Solaris (Andrei Tarkovsky, 1972)

The Good, the Bad and the Ugly (Sergio Leone, 1966)

A Movie (Bruce Conner, 1958)

Graft and Ash for a Three Monitor Workstation (Sondra

The Mirror (Andrei Tarkovsky, 1975)

Once Upon a Time in the West (Sergio Leone, 1968)

A Walk Through H: The Reincarnation of an Ornithologist

Perry, 2016)

Stalker (Andrei Tarkovsky, 1979)

Once Upon a Time... the Revolution (Sergio Leone, 1971)

(Peter Greenaway, 1979)

Imagination Dead Imagine (Judith Barry, 1991)

Nostalghia (Andrei Tarkovsky, 1983)

Once Upon a Time in America (Sergio Leone, 1984)

All Water Has a Perfect Memory (Natalia Almada, 2001)

Influence Machine (Tony Oursler, 2000)

The Sacrifice (Andrei Tarkovsky, 1986)

The Society of the Spectacle (Guy Debord, 1974)

Ashes (Apichatpong Weerasethakul, 2012)

measuring stick (Sarah Sze, 2015)

Mysterious Object At Noon (Apichatpong Weerasethakul,

Sans soleil (Chris Marker, 1983)

Castro Street (Bruce Baillie, 1966)

Reflektorische Farblichtspiele (Kurt Schwerdtfeger,

2000)

Leviathan (Lucien Castaing-Taylor & Verena Paravel, 2012)

Critique de la separation (Guy Debord, 1961)

1922/1967)

Blissfully Yours (Apichatpong Weerasethakul, 2002)

Dresden Dynamo (Lis Rhodes, 1971)

“Self Burial” Television Interference Project (Keith Arnatt,

Tropical Malady (Apichatpong Weerasethakul, 2004)

Electronic Labyrinth THX 1138 4EB (George Lucas, 1967)

1969)

Syndromes and a Century (Apichatpong Weerasethakul,

Energies (Jim Davis, 1957)

Steam Screens (Stan VanDerBeek and Joan Brigham,

2006)

Free Radicals (Len Lye, 1958)

1976/2015)

Uncle Boonmee Who Can Recall His Past Lives

Ilha das Flores (Jorge Furtado, 1989)

Typhoon Coming on (Sondra Perry, 2018)

(Apichatpong Weerasethakul, 2010)

La jetée (Chris Marker, 1962)

Vertical Roll (Joan Jonas, 1972)

Cemetery of Splendour (Apichatpong Weerasethakul,

Mothlight (Stan Brakhage, 1963)

Vertigo Sea (John Akomfrah, 2015)

2015)

NoNoseKnows (Mika Rottenberg, 2015)

Koyaanisqatsi (Godfrey Reggio, 1982)

Powers of Ten (Charles Eames and Ray Eames, 1977)

Powaqqatsi (Godfrey Reggio, 1988)

Semiotics of the Kitchen (Martha Rosler, 1975)

Naqoyqatsi (Godfrey Reggio, 2002)

Squeeze (Mika Rottenberg, 2010)

The Adventure (Michelangelo Antonioni, 1960)

T,O,U,C,H,I,N,G (Paul Sharits, 1968)

The Night (Michelangelo Antonioni, 1961)

The Garden of Earthly Delights (Stan Brakhage, 1981)

Eclipse (Michelangelo Antonioni, 1962)

The City (Ralph Steiner and Willard Van Dyke, 1939)

Red Desert (Michelangelo Antonioni, 1964)

This is a Television Receiver (David Hall, 1976)

Blow-Up (Michelangelo Antonioni, 1966)

Windows (Peter Greenaway, 1975)
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